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In memory of allen c. halDen  
 

Ȱ! ÔÁÌÅ ÉÓ ÂÕÔ ÈÁÌÆ ÔÏÌÄ ×ÈÅÎ ÏÎÌÙ ÏÎÅ ÐÅÒÓÏÎ ÔÅÌÌÓ ÉÔȢȱ ɀThe Saga of Grettir 
 
Ravenfeast was written by Al Halden in 2010, a beloved and long-time member of our 
historical miniature wargaming club in Pennsylvania. Al was a fellow gamer and a good 
friend. His love of Viking sagas and lore drove him to write Ravenfeast so that we could lead 
ÏÕÒ Ï×Î 6ÉËÉÎÇ ×ÁÒÂÁÎÄÓ ÔÏ ÇÌÏÒÙȢ )Ô ×ÁÓ !ÌȭÓ ÆÉÒÍ ÂÅÌÉÅÆ ÔÈÁÔ ÔÈÅ ÂÅÓÔ ×ÁÒÇÁÍÉÎÇ ÒÕÌÅÓ ×ÅÒÅ 
short, which is almost certainly why he based Ravenfeast on a free, one-ÐÁÇÅ ÓÅÔ ÃÁÌÌÅÄ Ȱ/ÎÅ 
0ÁÇÅ &ÁÎÔÁÓÙ 3ËÉÒÍÉÓÈȱ ÂÙ *ÏÈÎ $ÁÖÉÄ 3ÌÏÒȢ !ÌȭÓ ÉÎÃÒÅÄÉÂÌÅ ÅÎÔÈÕÓÉÁÓÍȟ ÉÎÆÅÃÔÉÏÕÓ ÌÁÕÇÈȟ ÁÎÄ 
immeasurable knowledge of the hobby and history are sorely missed around the tables of 
our club. This book would not be possible without him, and it is in his honor that we are 
publishing this guide for beginners to the hobby. 
 
Al, you are very much missed at the club, and we hope this book honors your dedication to 
the hobby. 
 

-Keith Stine, 2019 
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Welcome!  
 

Have you ever wanted to set sail with the great Viking heroes of the sagas or hear the crash 
of sword on shield and the cries of the ravens? Now you can create your own epic tales of 
heroic deeds, the likes of which will forever be told around the fires of the great mead hall 
on dark nights when the cold winds howl.  
 
Ravenfeast is your gateway to the exciting world of historical miniature wargaming! This 
book includes a free set of skirmish rules for wargaming ÉÎ ÔÈÅ 6ÉËÉÎÇ !ÇÅȢ 7ÈÅÔÈÅÒ ÙÏÕȭÒÅ 
new to the hobby or a veteran tabletop player, this game gets you swinging an axe with just 
a few pages of simple rules. Beyond the game, this free book also includes all the resources 
new players need to get started in the hobby.  
 

What is Historical Wargaming?  
 

For those new to the hobby, let all of us at Little Wars TV be the first to sayɂWELCOME! You 
hold in your hands a guide to getting started in this fun, richly rewarding pursuit. What is 
historical miniature wargaming? It is a hobby where scale models, or miniatures, are used to 
re-ÆÉÇÈÔ ÂÁÔÔÌÅÓ ÌÁÒÇÅ ÁÎÄ ÓÍÁÌÌ ×ÉÔÈ Á ÓÙÓÔÅÍ ÏÆ ÇÁÍÅ ÒÕÌÅÓȢ )Æ ÙÏÕȭÖÅ ÅÖÅÒ ×ÁÎÔÅÄ ÔÏ ÆÉÌÌ ÔÈÅ 
ÓÈÏÅÓ ÏÆ ÈÉÓÔÏÒÙȭÓ ÇÒÅÁÔ ÌÅÁÄÅÒÓ ÁÎÄ ÉÓÓÕÅ ÏÒÄÅÒÓ ÔÏ ÙÏÕÒ Ï×Î ÁÒÍÙȟ ÔÈÉÓ ÈÏÂÂÙ ÉÓ ÆÏÒ ÙÏÕȦ  
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A homemade Dark Age hut built 
from cardboard and a cleaning 
ÓÃÒÕÂ ÐÁÄȢ 7ÅȭÌÌ ÔÅÁÃÈ ÙÏÕ ÈÏ×Ȧ  
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The HISTORY: First and foremost, historical miniature wargaming is about history! Anyone 
with an interest in the subject, whether it came from school, a movie, a book, or a television 
series, can enjoy the hobby. From ancient Rome to World War 2 and beyond, historical 
miniature wargaming spans all eras. Whether you enjoy the study of warfare on land, on the 
sea, or even in the air, you will find miniature games for it.  
 
The MINIATURES: #ÈÁÎÃÅÓ ÁÒÅȟ ÙÏÕȭÒÅ ÒÅÁÄÉÎÇ ÔÈÉÓ ÂÅÃÁÕÓÅ ÙÏÕ ÓÁ× Á ÔÁÂÌÅÔÏÐ ÍÉÎÉÁÔÕÒÅ 
wargame being played and were immediately taken in by the visual spectacle of painted 
figures.  Miniatures come in many sizes and styles, made by a variety of manufacturers from 
around the world. Sizes such as 15mm and 28mm are common and denote the height of the 
model. Scales such as 1/48th scale are designed to match model trains, cars, or other kits. 
Ravenfeast can be played in any scale, though we like to use the most popular scale for 
skirmish wargamesɂ28mm. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
The PAINTING: One of the most rewarding parts of the hobby is the purchase, assembly, 
and painting of the miniatures. Since these miniatures represent soldiers from historical 
battles, painting them in the correct colors is part of the fun! To ensure the miniatures are 
painted accurately, a big appeal of the hobby is researching uniforms and learning about the 
×ÅÁÐÏÎÓ ÁÎÄ ÔÈÅ ÅÑÕÉÐÍÅÎÔ ÏÆ ÔÈÅ ÁÒÍÉÅÓȢ )Æ ÙÏÕȭÖÅ ÎÅÖÅÒ ÐÁÉÎÔÅÄ Á ÍÉÎÉÁÔÕÒÅ ÂÅÆÏÒÅȟ ÄÏÎȭÔ 
ÂÅ ÉÎÔÉÍÉÄÁÔÅÄȦ ,ÁÔÅÒ ÉÎ ÔÈÉÓ ÂÏÏËȟ ×ÅȭÌÌ ÓÈÏ× ÙÏÕ ÈÏ× ÔÏ ÇÅÔ ÓÔÁÒÔÅÄȢ  
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The TERRAIN: Miniature wargames are played 
on a table, typically between the size of a 
kitchen and ping-pong table. These tabletop 
battlefields are created in a multitude of ways 
to recreate the key features of the real battle. 
Hills, woods, buildings, and fields are all 
represented using either custom-built or 
purchased terrain items. At the end of this book, 
ÙÏÕȭÌÌ ÌÅÁÒÎ ÈÏ× ÔÏ ÍÁËÅ ÓÏÍÅ ÓÉÍÐÌÅ ÔÅÒÒÁÉÎ ÁÔ 
home. For those who may not enjoy hands-on 
crafting, there are also plenty of pre-made 
terrain options to buy. 
 
 
 
 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 

The GAME: 7ÈÉÌÅ ÉÔȭÓ ÎÉÃÅ ÔÏ ÈÁÖÅ ×ÅÌÌ-painted miniatures on a great-looking wargame 
table, the goal of the hobby is to re-fight historical battles. To do that you need game rules! A 
good set of wargaming rules puts you in the shoes of the great generals of history. The 
troops are yours to command, and it is your strategies and your tactics they will execute 
against your opponent. Wargames give players a structured system to simulate the 
movement, firing, and combat results in a battle. Dice are often rolled to determine the 
chance of success or failure in combats, while tape measures and special markers are used to 
measure troop movements and record the conditions of units in action.  
 
Wargame rules are as varied as the miniature manufacturers, with some rules being simple 
and fast to play while others dive into great detail and complexity. If you are interested in a 
historical period, it is guaranteed that there are a set of rules written for it. A quick internet 
search will help you find game rules for any era. 
 

Ready to start playing?  
 
7Å ÕÎÄÅÒÓÔÁÎÄ Á ÎÅ× ÈÏÂÂÙ ÍÉÇÈÔ ÂÅ ÉÎÔÉÍÉÄÁÔÉÎÇȟ ÂÕÔ ÄÏÎȭÔ ×ÏÒÒÙȦ 7ÅȭÌÌ ×ÁÌË ÙÏÕ ÔÈÒÏÕÇÈ 
all the basics you need to get started in an easy-to-use, fully illustrated format with 
ÓÕÐÐÏÒÔÉÎÇ ÍÁÔÅÒÉÁÌÓȢ 7ÈÅÎ ÙÏÕȭÒÅ ÄÏÎÅ ÒÅÁÄÉÎÇ ÔÈÉÓ ÓÈÏÒÔ ÂÏÏËɂor even while yoÕȭÒÅ 
reading itɂwe encourage you to visit us at www.Ravenfeast.com  for video tutorials, battle 
reports, and more free online resources.  
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What you need to play  
 
MINIATURES: What is historical miniature wargaming without the miniatures? Ravenfeast 
is a game about Vikings, and each player will need about 12-20 figures to get started. These 
figures can be based on round or square bases and can be any scale you desire. In the last 
ÃÈÁÐÔÅÒ ÏÆ ÔÈÉÓ ÂÏÏËȟ Ȱ%ØÐÁÎÄÉÎÇ 9ÏÕÒ (ÏÒÉÚÏÎÓȟȱ ×Å ÏÆÆÅÒ Á ÌÉÓÔ ÏÆ ÌÉÎËÓ ÁÎÄ ÒÅÓÏÕÒÃÅÓȟ 
including some excellent manufacturers.  
 

Suggested models to form the core of your Viking warband: 
     x1         Viking leader, or Jarl 
     x2-4         Huskarls, or heavily-armed lieutenants 
     x6-10      Hirdmen or Bondi with spears and shields 
     x2-4         Bondi archers with bows 
     x1         Berseker with whatever crazy weapon he wants! 

 

GAMING ACCESSORIES: To play Ravenfeast, you need a handful of basic gaming 
accessories. These common items are needed to play most any miniature wargame. In 
addition to the standard items below, the advanced rules for Ravenfeast may require a 
handful of plastic gold or silver coins/counters, and a set of the Rune Cards that you can 
print and cut out for free on our website. 
 

Required game components: 
     x1         Tape measure or ruler (in inches)  
     x10          Six sided dice (referred to as D6) 
     x20          Colored markers or counters (red, yellow, black) 

 

TERRAIN: Setting up a tabletop battlefield can be as minimalist or as elaborate as you like. 
You can expand your terrain collection over time, but for your very first game we suggest a 
handfuÌ ÏÆ ÅÓÓÅÎÔÉÁÌÓȢ 5ÎÄÅÒ ÔÈÅ Ȱ4ÅÒÒÁÉÎȱ ÃÈÁÐÔÅÒ ÏÆ ÔÈÉÓ ÂÏÏË ×ÅȭÌÌ ÓÈÏ× ÙÏÕ ÈÏ× ÔÏ ÑÕÉÃËÌÙ 
assemble the basics on a limited budget. 
 

Essential tabletop terrain: 
x1       τȭØτȭ ÏÒ τȭØφȭ ÐÌÕÓÈ ÆÅÌÔ ÃÌÏÔÈ ÍÁÔ 
x1       Bag of lichen for bushes and scrub 
x1      Handful of stones, pebbles, and twigs 
x1      Longhouse or similar Dark Age building 
x20       Model trees  
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Historical Arms & Armor  
 
Warriors in this era commonly equipped themselves with 
round shields, spears, axes, and padded tunics. For those 
who could afford such luxuries, chainmail and swords 
were prized. Mounted soldiers were a rare sight on the 
battlefield, especially among the Danes.  
 
The predominant tactical formation of the time was the 
shield wall, with men standing shoulder-to-shoulder and 
overlapping their shields to form an unbroken line. 
Because the shield wall relied on even ground, armies of 
this era constantly sought to maneuver their opponents 
into a disadvantage with rough, broken ground.  
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Historical setting  

In the summer of 793, the first recorded Scandinavian raiders pillaged an abbey in 
northeastern England, marking the start of a three-hundred year span of history known 
ÔÏÄÁÙ ÁÓ ÔÈÅ Ȱ6ÉËÉÎÇ !ÇÅȢȱ 4ÈÅ ÔÅÒÍ Ȱ6ÉËÉÎÇȱ ÎÅÖÅÒ ÁÐÐÅÁÒÓ ÉÎ ÓÕÒÖÉÖÉÎÇ ÔÅØÔÓ ÆÒÏÍ ÔÈÅ time. 
#ÉÔÉÚÅÎÓ ÏÆ ÔÈÅ ÆÒÁÃÔÕÒÅÄȟ ÖÕÌÎÅÒÁÂÌÅ ËÉÎÇÄÏÍÓ ÏÆ ÔÈÅ "ÒÉÔÉÓÈ )ÓÌÅÓ ÃÁÌÌÅÄ ÔÈÅ 6ÉËÉÎÇÓ Ȱ×ÏÌÖÅÓ 
ÁÍÏÎÇ ÓÈÅÅÐȟȱ ÏÒ ÓÉÍÐÌÙ Ȱ$ÁÎÅÓȢȱ   
 
The seafaring Danes exploring and raiding the British Isles hailed from the numerous, 
isolated kingdoms of Scandinavia and generally spoke a shared Germanic language, Old 
Norse. Their far-flung exploration and raiding parties reached from the Black Sea all the way 
across the Atlantic Ocean. Their battles to wrest control of the Saxon kingdoms in England 
are the stuff of legendɂAlfred the Great, Guthrum, Harald Hardrada, Ragnar Lothbrok, and 
Harold Godwinson all rank among the famous captains of the era. 
 
Throughout Ravenfeastȟ ×Å ÕÓÅ ÔÈÅ ÍÏÒÅ ÍÏÄÅÒÎ ÔÅÒÍȟ Ȱ6ÉËÉÎÇȢȱ 4ÈÅ ×ÅÁÐÏÎÓ ÁÎÄ ÔÁÃÔÉÃÓ 
of the period are reflected in the rules, and players will need to sense the opportune 
moment to form up their shield walls.  
 
The chaotic politics of the Viking Age saw Vikings fighting each other nearly as often as they 
clashed with the Saxons or other kingdoms of the mainland continent, so you will have 
plenty of flexibility in using your miniatures to fight any opponent!  
 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Learning to Play  
 
Ravenfeast is a free set of skirmish rules for 
wargaming in the Viking Age. The rules in this book are 
ÌÅÓÓ ÔÈÁÎ ÓÉØ ÐÁÇÅÓ ÌÏÎÇȟ ÓÏ ÙÏÕȭÌÌ ÂÅ ÒÁÉÄÉÎÇ ÁÎÄ 
pillaging the English coastline in no time! 
 
For those who prefer visual learning, we also offer a 
complete video tutorial on Little Wars TV. In just ten 
ÍÉÎÕÔÅÓȟ ×ÅȭÌÌ ÔÅÁÃÈ ÙÏÕ ÈÏ× ÔÏ ÐÌÁÙ Á ÔÕÒÎ ÏÆ ÔÈÅ 
game. The last page of this book includes a one-page 
ȰÑÕÉÃË ÒÅÆÅÒÅÎÃÅ ÓÈÅÅÔȱ ×ÉÔÈ ÈÁÎÄÙ ÒÅÍÉÎÄÅÒÓ ÆÏÒ ÁÌÌ 
the most important rules. 
 
After mastering the basic game, we encourage you to 
explore a few of the optional advanced rules! 
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Standard Game Rules  
 
Ravenfeast can be played with two or more players on any size table, with any scale models. 
You will simply need a couple of tape measures, a handful of six-sided dice (D6), at least a 
dozen figures per player, three colors of tokens, some terrain for your table, and a horn of 
mead (over 21 only please!). 
 
BASING: 7Å ÒÅÃÏÍÍÅÎÄ ÁÌÌ 6ÉËÉÎÇ ÆÉÇÕÒÅÓ ÂÅ ÍÏÕÎÔÅÄ ÏÎ Á ρȱ ÏÒ ςυÍÍ ÓÑÕÁÒÅ ÂÁÓÅȢ 2ÏÕÎÄ 
bases may be used if you prefer.  
 
GAME LENGTH: You can fight until one side is eliminated, design your own scenario, or pick 
from one of the scenarios offered at the end of the rules. A typical skirmish can be resolved 
in 1 hour of play time. 
 

TURN SEQUENCE: A turn consists of six phases. During each phase, every player completes 
their actions in Initiative order. Each phase must be completed before starting the next. 
During the Missile and Melee phases, mark any casualties as they occur but do not remove 
them yet, as they may still act until the End of Turn phase. 
 
 

 
 

Phase #2: RALLY  
 
A Viking who previously failed a morale roll and is marked with a Coward Token must try to 
ÒÁÌÌÙȢ 2ÏÌÌ Á $φȢ )Æ ÔÈÅ ÓÃÏÒÅ ÉÓ ÅÑÕÁÌ ÔÏ ÔÈÁÔ 6ÉËÉÎÇȭÓ -Ïrale rating or less, the test passes. If 
passed, that Viking may immediately act as normal. If failed, that Viking is removed from the 
game and counted as killed. 
 

Phase #1: INITIATIVE  
 
Each player rolls a D6 and subtracts the 
current number of Leaders and Heroes 
in their force. Re-roll any ties between 
players. 
 
The player with the lowest total may go 
first or nominate another player to go 
first. Play then proceeds clockwise 
around the table for all phases.  
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#1 Initiative    #4 Missile  

#2 Rally    #5 Melee  

#3 Movement   #6 End of Turn  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Phase #3: MOVEMENT  
 
Starting with the player who won the Initiative, each player moves all of their Vikings. A 
Viking may move up to their Move rating in inches and may move through friendly Vikings 
but not enemies. A Viking may not end his movement with its base overlapping any other. A 
Viking cannot move between enemy figures if there is less than its base width between 
them. Moving a Viking into base-to-base contact with an enemy locks both figures into melee 
and they each forfeit any remaining movement for that turn. 
 
TERRAIN: Ȱ2ÏÕÇÈȱ ÔÅÒÒÁÉÎ ÃÏÓÔÓ ÄÏÕÂÌÅ ÔÈÅ ÍÏÖÅÍÅÎÔ ÄÉÓÔÁÎce to move through it. 
/ÂÓÔÁÃÌÅÓȟ ÓÕÃÈ ÁÓ ÓÔÏÎÅ ×ÁÌÌÓ ÏÒ ÐÁÓÓÉÎÇ ÔÈÒÏÕÇÈ Á ÂÕÉÌÄÉÎÇ ÄÏÏÒ×ÁÙȟ ÃÏÓÔ ςȱ ÏÆ ÍÏÖÅÍÅÎÔȢ 
Some terrain may be defined as impassible, like cliffs or high walls. Players should mutually 
agree to terrain types that affect movement before starting. 
 

 

 Examples of Rough Ground  Examples of Obstacles 

Dense woods    Low walls 

Rocky ground    Fences 

Creeks     Thick hedgerows 

Steep hills    Doorways or windows 
 

FACING: A Viking may attack any target 
forward of its rear base edge with a 
ranged attack or in melee. However, it 
may not attack any enemies to the rear.  
 
 

EXAMPLE   The Viking in the 
center can attack all four enemies 
to his front and sides, but cannot 
engage the two enemies behind his 
rear base edge.  
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Phase #4: MISSILE  
 
All shooting is simultaneous and may be resolved in any order 
the players choose. Bows and javelins have a range in inches 
ɉυόȱ ÁÎÄ όȱȟ ÒÅÓÐÅÃÔÉÖÅÌÙɊ and are measured from the edge of the 
6ÉËÉÎÇȭÓ ÂÁÓÅ ÔÏ ÔÈÅ ÅÄÇÅ ÏÆ ÁÎ ÅÎÅÍÙȭÓ ÂÁÓÅ ×ÉÔÈ ÃÌÅÁÒ ÌÉÎÅ ÏÆ 
sight. 
 
A Viking that moved more than half of their movement or is 
engaged in melee may not shoot. Vikings may not shoot into a 
melee if friendly Vikings are also engaged. Vikings may not 
target an enemy leader or hero unless they are the closest 
target. EnemiÅÓ ÍÏÒÅ ÔÈÁÎ ςȱ ÄÅÅÐ ÉÎÔÏ ×ÏÏÄÓ ÏÒ ÉÎÓÉÄÅ Á 
building (and not at a door or window) cannot be targeted. 
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To hit with a ranged weapon, the Viking must roll a D6 equal or lower than their Missile 
rating. If a hit is scored, each piece of cover between the shooter and the target (walls, fences, 
etc), has a chance to block the missile on a D6 roll of 4+.  
 
If the shooter successfully rolls to hit and avoids all intervening cover, the enemy must see if 
their armor protects them from the hit. The enemy rolls a D6. If the roll is equal to their 
Armor rating or lower, the hit is ignored. If this roll is higher than their Armor rating, they 
suffer a wound. Place a Blood Token next to the wounded as a reminder for the End of Turn. 
 
 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

A DEATH WORTHY OF A SONG: In melee, if a Viking 
ÈÉÔÓ ×ÉÔÈ Á ÒÏÌÌ ÏÆ Ȱρȱ ÁÎÄ ÔÈÅ ÅÎÅÍÙ ÒÏÌÌÓ Á Ȱφȱ ÆÏÒ ÔÈÅÉÒ 
Armor rating, the attacker rolls a second, Free Attack 
against the same target! If successful on a second hit, 
the enemy is wounded with a gruesome, spectacular 
blow! Mark the wounded enemy with a Raven Token 
(any unique marker will do).  All enemy figures within 
φȱ ÏÆ ÔÈÅ 2ÁÖÅÎ 4ÏËÅÎ ÔÁËÅ Á ÍÏÒÁÌÅ ÔÅÓÔ ÉÎ ÔÈÅ %ÎÄ ÏÆ 
Turn phase.  
 
FREE ATTACKS: There are circumstances in the game 
when a Viking receives a Free Attack (ex: Death Worthy 
of a Song or against a figure trying to withdraw from 
combat). In a Free Attack, a Viking rolls to hit as 
normal, but the enemy does not roll for their Armor 
rating. This makes a successful Free Attack hit an 
automatic wound! 
 

In melee, a Viking must use at least one attack against an enemy directly in front of them, but 
any additional attacks may be used against any other viable target. A Viking rolls a D6 for 
each attack. Any roll equal to or lower than their Melee rating inflicts a hit. If the Viking 
successfully rolls to hit, the enemy checks to see if their armor protects them from the hit. 
The enemy rolls a D6. If the roll is their Armor rating or lower, the hit is ignored. If this roll is 
higher than their Armor rating, mark them with a Blood Token. 
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Phase #5: MELEE  
 
All melees are simultaneous and may be resolved in any 
order the players choose. A Viking is in melee if in base-
to-base contact with an enemy. A Viking engaged by an 
enemy immediately turns to face their attacker and may 
not move for the remainder of the turn. If a Viking has 
multiple attackers in base-to-base contact, that Viking 
may decide which enemy they are facing.  
 
A Viking may attempt to disengage from melee up to half 
their Move rating directly away, but every enemy in 
contact immediately gets one Free Attack. If a Viking has 
an enemy attacking to its front and rear, it may not 
attempt to disengage. 
 

MELEE MODIFIERS 
-1 Melee rating if attacking across an obstacle or uphill 
-1 Armor rating if attacked from the rear 
-1 Melee rating if engaged by multiple enemies (except in Shield Wall) 
 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

SHIELD WALL: Three or more Vikings armed with shields, who are not currently engaged in 
melee, may form a Shield Wall. Move your Vikings into base-to base contact during their 
Movement phase, all facing the same direction. Declaring a Shield Wall ends their remaining 
movement for that turn. Once formed into a Shield Wall, Vikings may only move at half their 
Move score, straight ahead or a quarter move back (no turns or wheels), and never over 
obstacles. A Shield Wall may reverse their facing 180°, but this requires all of their 
movement. A Shield Wall may have a second rank (place the rear rank in base-to-base contact 
behind the front rank). 
 
All Vikings in a Shield Wall receive +2 to their Armor rating (maximum of 5, and no bonus if 
attacked from the rear). If the Shield Wall has more than one rank, Vikings in the rear rank 
may automatically take the place of wounded Vikings in the front rank. This does not count 
as movement and may help to preserve the formation! Figures armed with spears in a 
second rank may attack an enemy directly in front of them through a friendly figure in the 
front rank of the Shield Wall. 
 
A Shield Wall is broken when there are less than three base-to-base Vikings. Vikings may 
voluntarily dissolve the Shield Wall at the beginning of the Movement phase with all figures 
behaving normally afterward (those Vikings cannot join another Shield Wall the same turn). 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
WOUNDED VIKINGS: Vikings are assumed to only have one wound, unless otherwise noted 
×ÉÔÈ ÔÈÅ Ȱ4ÏÕÇÈȱ ÁÂÉÌÉÔÙȢ !ÂÉÌÉÔÉÅÓ ÁÒÅ ÄÅÓÃÒÉÂÅÄ ÉÎ ÔÈÅ ÎÅØÔ ÓÅÃÔÉÏÎȟ Ȱ2ÅÃÒÕÉÔÉÎÇ 9ÏÕÒ 
7ÁÒÂÁÎÄȢȱ $ÕÒÉÎÇ ÔÈÅ ÇÁÍÅȟ ÁÎÙ ÔÉÍÅ Á 6ÉËÉÎÇ ÓÕÆÆÅÒÓ Á ×ÏÕÎÄ ÆÒÏÍ ÒÁÎÇÅÄ ÍÉÓÓÉÌÅÓ ÏÒ 
melee, mark them with a Blood Token or Raven Token, respectively.  
 
The wounded Viking may still complete all phases of the turn, including any attacks of their 
own. Wounds not are applied until the End of Turn!  
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EXAMPLE  These five figures are in a Shield Wall. The two Vikings in the rear 
have spears and may attack from the second rank of the formation.  
 



 

 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

MORALE TEST: To pass a morale test, a Viking must roll a D6 and score equal to or lower 
than their Morale rating. Any Vikings part of a Shield Wall may add +1 to their Morale rating. 
$ÅÓÐÉÔÅ ÁÎÙ ÂÏÎÕÓÅÓȟ Á ÎÁÔÕÒÁÌ ÒÏÌÌ ÏÆ Ȱφȱ always fails morale.  
 
Leaders and Heroes have the ability to inspire nearby Vikings in their warband. And friendly 
Vikings within the Morale rating of a Leader or Hero in inches may use that Morale rating to 
make Morale tests. Vikings not within the Morale distance of a Leader or Hero use their own 
Morale rating. 
 

 

EXAMPLE   With a Morale rating of 5, the Jarl can share his leadership 
×ÉÔÈ ÂÏÔÈ ÆÒÉÅÎÄÌÙ 6ÉËÉÎÇÓ ×ÉÔÈÉÎ ωȱ ÏÆ ÈÉÓ ÂÁÓÅ ÆÏÒ ÁÎÙ ÍÏÒÁÌÅ ÔÅÓÔÓȢ  
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Phase #6: END of TURN   
 
During the final phase, all Vikings marked with a Blood Token are removed from the game as 
ËÉÌÌÅÄȟ ÕÎÌÅÓÓ ÔÈÅÙ ÁÒÅ ÒÁÔÅÄ ×ÉÔÈ ÔÈÅ Ȱ4ÏÕÇÈȱ ÔÒÁÉÔ ÁÎÄ ÃÁÎ ÓÕÓÔÁÉÎ ÍÕÌÔÉÐÌÅ ×ÏÕÎÄÓȢ 
Likewise, apply a wound to any Vikings marked with a Raven Token, but because their 
ÓÐÅÃÔÁÃÕÌÁÒ ÄÅÁÔÈ ÉÓ Ȱ×ÏÒÔÈÙ ÏÆ Á ÓÏÎÇȟȱ ÉÔ ÒÅÑÕÉÒÅÓ Á ÍÏÒÁÌÅ ÔÅÓÔ ÆÏÒ ÎÅÁÒÂÙ 6ÉËÉÎÇÓ ×ÈÏ 
witnessed it. There are other circumstances that each trigger a morale test when they occur 
in a turn, which means a Viking may need to take multiple tests!  
 

MORALE TEST REQUIRED 
Leader Killed This TurnɂEvery Viking in the entire warband 
Warband Suffers Over 50% WoundedɂEvery Viking in the entire warband 
Hero Killed This TurnɂAny Vikings within the Morale Rating range of the Hero 
Death Worthy of a Songɂ%ÎÅÍÙ 6ÉËÉÎÇÓ ×ÉÔÈÉÎ φȱ ÏÆ Á 2ÁÖÅÎ 4ÏËÅÎ 
 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FLEE!: Vikings who fail their morale test are marked with a Coward Token and immediately 
turn directly away from the nearest enemy, fleeing their full Move rating away. All enemies 
in base-to-base contact with a fleeing Viking receive an immediate Free Attack! Vikings who 
flee off the table are removed. Vikings who attempt to flee but find themselves surrounded 
to their front and rear are immediately captured or killedɂÅÎÅÍÙȭÓ ÃÈÏÉÃÅȢ 
 
WINNING the GAME: Once the End of Turn phase is complete, proceed to another turn with 
the same sequence. How do you eventually win the game? Your Viking skirmish can end in a 
number of different waysɂÙÏÕ ÍÁÙ ÂÅ ÐÌÁÙÉÎÇ Á ȰÆÉÇÈÔ ÔÏ ÔÈÅ ÄÅÁÔÈȟȱ ÏÒ ÙÏÕ ÁÎÄ ÙÏÕÒ 
opponent could agree on a turn limit. 
 
Ravenfeast is most enjoyable when you play a scenario with specific objectives, liking 
raiding a settlement. If you need inspiration for a scenario, try reading a period book or 
watching a Viking-ÁÇÅ ÍÏÖÉÅ ÏÒ 46 ÓÈÏ×Ȣ !ÎÄ ÉÆ ÙÏÕȭÒÅ ÓÔÉÌÌ ÁÔ Á ÌÏÓÓ ÆÏÒ ÉÄÅÁÓȟ ×Å ÈÁÖÅ ÔÈÒÅÅ 
fun scenarios ready for you to try in the book, plus more online for free! Visit us at 

www.Ravenfeast.com  for free resources to help you play. 
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http://www.ravenfeast.com/


 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Reference the chart below to recruit your Viking 
warband before each game. The point values are the 
cost to recruit the Viking. Players may also choose to 
upgrade Vikings with special traits. The point value 
of your Jarl and Huskarls already include special 
traits, but others may also be purchased. Figures can 
be given multiple traits. The exact weapons your 
figures carry are up to you, but historically 
appropriate suggestions are listed on the next page.  
 
Players may agree upon any warband point total 
they prefer, but 300ɂ400 points is a good start! 
 

Type Move Missile  Melee Armor  Morale  Pts Traits  

Jarl φȱ 0 5 5 5 75 Leader, Tough (3) 

Huskarl φȱ 0 4 4 4 36 Tough (2) 

Berserker φȱ 0 4 (x2) 3 4 30  

Hirdmen φȱ 0 3 3 3 18  

Bondi Archer φȱ ς ɉρψȱɊ 2 2 2 18  

Bondi φȱ 0 2 2 2 12  

Thrall 8ȱ ρ ɉψȱɊ 1 1 1 9  

 

Abilities  
 
Leader (+15 points):  The head man. Every army is required to have oneɂand only oneɂ
leader. Leaders may inspire nearby Vikings by allowing them to use his Morale rating if the 
Leader passes his morale test first.  
 
Hero (+10 points):  Add +1 Morale. Modified Morale ratings may never exceed 5 and 
multiple heroes do not stack cumulative bonuses. Heroes may inspire nearby Vikings by 
allowing them share to his Morale rating if the Hero passes his Morale test first. 
 
Mighty (+5 points):  A man of legendary strength. Enemy figures reduce their Armor rating 
by -1 when hit in melee by a Mighty figure. 
 
Tough (variable cost):  Vikings can normally only suffer a single wound, but additional 
×ÏÕÎÄÓ ÍÁÙ ÂÅ ÐÕÒÃÈÁÓÅÄ ÁÔ Á ÃÏÓÔ ÏÆ υπϷ ÏÆ ÔÈÅ ÆÉÇÕÒÅȭÓ ÂÁÓÅ ÐÏÉÎÔ ÖÁÌÕÅ ÐÅÒ ×ÏÕÎÄȢ &ÏÒ 
example, a ViËÉÎÇ ÒÁÔÅÄ Ȱ4ÏÕÇÈ ɉςɊȟȱ ÃÏÕÌÄ ÓÕÓÔÁÉÎ Ô×Ï ×ÏÕÎÄÓȟ ×ÈÉÌÅ Á 6ÉËÉÎÇ ÒÁÔÅÄ Ȱ4ÏÕÇÈ 
ɉσɊȱ ÃÏÕÌÄ ÓÕÓÔÁÉÎ ÕÐ ÔÏ ÔÈÒÅÅ ×ÏÕÎÄÓȢ   
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Recruiting Your Warband  
 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Unit Types  
 
 

Chainmail, shield, 
 sword or axe 

 

Cloth armor or chainmail, 
shield, sword, spear, or axe 

 

Furs, suicidal bravery, 
sword or axe 

 

Chainmail, shield, sword,   
spear, or axe 

 
 
 
 
 
 
 

Cloth armor, shield, spear 

 
 
 
 
 
 
 

Cloth armor, javelin 

 
 
 
 
 
 
 

Cloth armor, bow 
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%8!-0,%ȡ ,ÅÔȭÓ ÄÅÓÉÇÎ Á ÕÎÉÑÕÅ 6ÉËÉÎÇȦ /ÕÒ ÃÕÓÔÏÍÉÚÅÄ 6ÉËÉÎÇ ×ÉÌÌ be a Berserker 

×ÉÅÌÄÉÎÇ Á Ó×ÏÒÄ ÁÎÄ Á ÔÈÒÏ×ÉÎÇ ÊÁÖÅÌÉÎȢ 7ÅȭÌÌ ÕÐÇÒÁÄÅ ÈÉÓ -ÏÖÅ ÔÏ όȱȟ ×ÈÉÃÈ ÃÏÓÔÓ φ 

ÐÏÉÎÔÓȢ 4ÈÅÎ ×ÅȭÌÌ ÁÓÓÕÍÅ ÈÅȭÓ ÑÕÉÔÅ ÓËÉÌÌÅÄ ×ÉÔÈ Á ÊÁÖÅÌÉÎ ÁÎÄ ÒÁÔÅ ÈÉÍ ×ÉÔÈ Á -ÉÓÓÉÌÅ 

score of 3, costing 3 points for the shorter range javelin. A bow would have cost 9 points 

had we chosen that instead. Berserkers typically have two melee attacks, so we will buy 

Ô×Ï ÁÔÔÁÃËÓ ÁÔ Á ÒÁÔÉÎÇ ÏÆ ψȟ ÃÏÓÔÉÎÇ ό ÐÏÉÎÔÓ ÅÁÃÈȢ &ÉÎÁÌÌÙȟ ×ÅȭÌÌ ÇÉÖÅ ÏÕÒ "ÅÒÓÅÒËÅÒ Á 

rating of 4 in Armor and Morale. These each cost 8 points.  

 

      The total value of our unique model is  

      37 points (2+3+16+8+8). Adding any  

      special traits would increase this cost. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

OPEN POINTS ARCHITECTURE 
Ravenfeast includes a number of standard unit types pre-designed and already calculated 
for your convenience, but players who want to build their own special units are welcome to 
use the open design architecture below. Missile attacks can be purchased for long range 
ɉÂÏ×Ó ÁÔ ρψȱɊ ÏÒ ÓÈÏÒÔ ÒÁÎÇÅ ɉÊÁÖÅÌÉÎÓ ÁÎÄ ÔÈÒÏ×Î ×ÅÁÐÏÎÓ ÁÔ ψȱɊȢ .ÏÔÅ ÔÈÁÔ ÍÕÌÔÉÐÌÅ ÍÅÌÅÅ 
or missile attacks may be purchasedɂa Berserker, for example, has 2 melee attacks.  
 

Movement Missile Melee Armor  Morale 

Score Points  

 

Score Points  

(18òor 8ò) 

Score Points Score Points Score Points 

14ò 8 4 12 / 4 5 10 5 10 5 10 

12ò 6 3 9 / 3 4 8 4 8 4 8 

10ò 4 2 6 / 2 3 6 3 6 3 6 

8ò 2 1 3 / 1 2 4 2 4 2 4 

6ò 0 0 0 1 2 1 2 1 2 
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Advanced Optional Rules  
 
/ÎÃÅ ÙÏÕȭÖÅ ÍÁÓÔÅÒÅÄ ÔÈÅ ÂÁÓÉÃ ÇÁÍÅ ÃÏÎÃÅÐÔÓ ÁÎÄ played a few times, we suggest 
experimenting with some advanced rules. You are welcome to use as many of the optional 
rules as you want in your games, including the use of Rune cards for unpredictable twists or 
the introduction of Saxons as opponents. There are also game adaptations for Norse 
ÍÙÔÈÏÌÏÇÙ ÉÆ ÙÏÕ ×ÁÎÔ ÔÏ ÂÁÔÔÌÅ ÍÏÎÓÔÅÒÓ ÁÎÄ ÔÒÏÌÌÓȟ ÁÓ ×ÅÌÌ ÁÓ Á ȰÂÉÇ ÂÁÔÔÌÅȱ ÏÐÔÉÏÎ ÆÏÒ ÔÈÏÓÅ 
of you who want to graduate beyond skirmish gaming into famous Dark Age battles like 
Stamford Bridge! 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
RUNE CARDS 
You can go online to www.Ravenfeast.com  to download a deck of Rune cards, print them at 
home, and cut them out. There are no duplicates in the deck and most cards have two 
possible effects. Some cards target figures, others terrain, and a few even target opposing 
players. Effects of a Rune card are immediate and may last a phase, a turn, or the entire 
ÂÁÔÔÌÅȢ 4ÈÅ ÔÅØÔ ÏÆ ÅÁÃÈ ÃÁÒÄ ÅØÐÌÁÉÎÓ ÁÌÌ ÅÆÆÅÃÔÓ ÁÎÄ ÍÁÎÙ ÏÆ ÔÈÅÍ ȰÂÒÅÁË ÔÈÅ ÒÕÌÅÓȱ ÉÎ Á 
unique way, making your games less predictable and more fun! 
 
Before the game begins, players agree on how many Rune cards will be randomly dealt to 
each player (we suggest one or two). If you choose to deal Rune cards, players may secretly 
study their own cards but should not share that information with other playersɂincluding 
their allies in a multi-player team game. If you are dealt a card that does not pertain to the 
scenario for any reason, show it to all other players, discard it, and draw a replacement. 
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